WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


This product has been rated by the 
EVERYONE Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


Official 


Seal of Quality 


CONTENT RATED BY 
ESRB 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 


LOOK FOR THIS yr WHEN 
For more information on this product's rating, BUYING GAMESA 


call 1-800-771- aoa” web site ACCESSORIES TO BUSURE 


COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


LICENSED BY 


Nintendo THIS GAME PAK WILL WORK WITH BOTH THE GAME 
BOY® COLOR (DISPLAYING UP TO 56 COLORS) AND 


NINTENDO, GAME BOY, GAME BOY COLOR 

AND THE OFFICIAL SEAL ARE s TRADEMARKS WITH THE GAME BOY / GAME BOY POCKET 
OF NINTENDO OF AMERICA IN SYSTEMS (DISPLAYING 4 SHADES OF GRAY). 

© 1989, 1998 NINTENDO OF AMERICA INC, 


Basic Rules 
Getting started 


4 _ 2-player mode 


Special items 


We 


CONTROLS 


raping ee 
Ensure the power source is off before inserting or 

emoving a game pak. Insert the “ROX” Game Pak 
into your Game Boy® compact video game system and 
turn the POWER switch to the “ON” position. 
“NINTENDO” will appear on the screen followed by 
the license and copyright screen. 


CONTROL PAD : block movement 
_ ABUTTON : OK/block right rotation 
B BUTTON : cancel/block left rotation 


SELECT : not used * 
“START :game start/pause _ 
You may choose between 1 or 2 players by.using the 
| Control Pad. Then press START to omen: 
Note: The 2-player mode is ave ilable only 
» » when using the Game Link®, two 

~ Game Boy Systems and two “ROX” game Conve! Fa eal 


“m 


BASIC RULES 

; « re Phe noo i eyih Mi r ~~. 
Dices are falling in pairs. Use the A Button to rotate them to the right and the B Button 
to rotate them to the left. The goal is to pile up the dices in blocks forming different 
combinations in order to elimate them. 


When the third and/or fourth vertical lines of the screen are full with dices, and they 
can’t fall anymore, the game is over. 


- A block is like a dice, it has different sides numbered from 1 to 6.To eliminate blocks, 
you have to insert a certain number of dices between a pair, the number of blocks to 
insert matching the value of the pair. For instance, put 3 dices between a pair of 3 and 
the five dices will disappear. 


When the difficulty level increases, you will have three different colors of dices (red, 
blue and green).If you have two dices of the same color at each extremities of the o 
block, the whole block will disappear. If the extremities 
have different colors, only those will disappear. 


e. 
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we 


> San: 8 
GETTING STARTED 
ad i lll te covge ms 


On the title screen, the following 2 modes are displayed. 


{novescuccr| 
>» NORM 
ENDLESS 


Select one mode using the Control Pad and press the 
_ A Button to validate. 


_ NORM: this is the normal mode of the game. There will be 

a “norm“ meter on the right hand side of the screen. Each aaa 

time you clear up a series of dices, the meter fills up. i) 

When full, you go to the next level and the difficulty will increase. The screen will then — a 
# 


be emptied. 


When choosing that option, you will then have to choose a difficulty level : | 
- EASY : Start from level 1 - Only one color of dices is available. fs 
- NORMAL : Start from level 6 - Two colors of dices are available. ‘ 

- HARD : Start from level 16 - Three colors of dices are available. 


Dices are coming a lot faster too. ) 


re wen 
0 


ut ENDLESS: Eliminate the blocks without increasing tHeplevel difficult me 
until the game is over. ; a 


| r& 
Select the 2-player mod 


Then, press the A Button on either Game Boy® to start the game and choose the 
difficulty level. 


when connected with the Game Link®. 


i‘; Only NORM games are available in the 2-player mode. rl 
The first player to fill up his rival’s . wins, 


ey show up on your rival’s screen. 


er 


When eliminating blocks on your arog if 


SPECIAL I Wd 


i i » ee i a+ 
FLASH BALLS: These appear randomly and eliminate surrounding blocks. 


OBSTRUCTIVE BLOCKS: These only appear in 2-player mode. 
Depending on the number of blocks a player eliminates, he can attack his rival by 
dropping obstructive blocks onto his screen. 


As with regular blocks, when dices are placed correctly in between 2 obstructive 
blocks, they disappear and the 2 obstructive blocks are changed in regular blocks. 
Their number and color is determined randomly. 
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| HIGH NUMBERS (5 OR 6) : . 
_ The game being over when the third or fourth vertical lines are filled up, avoid placin 
high numbers on those positions. Place them on the side or in between 2 low numbers. 
ce 4’s at the far right and far left on the screen, they ‘Il help you eliminate a whole 
line. 


) PLAY LATERAL : 
Since blocks are falling from the above, players tend to use blocks vertically, but using 
them horizontally is also very effective. 


UNDERSTAND THE SPACE YOU ARE PLAYING IN: 


6 horizontal and 9 vertical blocks can be pla 
Play the game, keeping these numbers i ¥ 
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WARRANTY 


Titus warrants to the original purchaser of this Titus product that the medium on which this computer 
program is recorded is free from defects in materials and workmanship for a period of (90) days from 
the date of purchase. This Titus program is sold “as is", without express or implied warranty of any 
kind, and Titus is not liable for any losses or damages of any kind resulting from use of this program. 
Titus agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, 
any Titus product with proof of date of purchase. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and 
shall be void if the defect in the Titus product has arisen through abuse, unreasonable use, mistreat- 
ment or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE THAT 
SHALL BE BINDING ON OR OBLIGATE TITUS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAYS PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL TITUS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS TITUS SOFTWARE PRODUCT. 


This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by 
any federal, state or municipal law, which cannot be preempted. This warranty gives you specific 
legal rights and you may also have other rights, which vary, from state to state. 


TITUS SOFTWARE CORP., 
20432 CORSICO ST., CHATSWORTH, CA 91311, 818-709-3692 
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